PLANNING AN ANNIVERSARY? 

Treat yourself to a piece of 21 st Century ZX Sp 



Will Christmas 2004 mark 20 years for you since 
that eagerly awaited first ZX Spectrum? Do 
you remember the anticipation? Do you 
remember tearing off the wrapping paper? Do 
you remember promising your parents 
faithfully that you'd "learn stuff" with the thing 



and then skipping straight to 'Thro' the wall' on 
the Horizons cassette? 

2004 has seen the most mainstream interest in 
retro computing ever and the Spectrum is far 
from absent in this fervour. So why not mark 




The ZX Spectrum on Your PC 

"well-written and superbly presented" 
- Micro Mart 

Downloaded over 2,000 times, this guide 
to Spectrum emulation on the PC is the 
perfect introduction for ex-Spectrum 
users returning to their first ever 
computer. Written by ZXF editor Colin 
Woodcock, The ZX Spectrum on Your 
PC teaches you how to use modern PC 
emulators to play all those old favourites, 
as well as some of the more advanced 
features on offer too. 

78 page paperback $11.99 



ZXF Mug 

Now you too can own a mug to be over-possesive 

of at the office! 





$44t09 Now just $12.99 



ZXF Mousepad 

The popular issue 8 Manic Miner cover is now a 
durable, clothtop mousepad. 

$12.99 







MAKE VIDEO CALLS TO OTHER E3 E-M@ILERS 



Building on the success of the e-mailer. Anistrad have done it 
again with the introduction of the new E3 e-mailer videophone. 
Now you really don't need a PC to make video calls, send 
email with pictures sound or surf the net, it can all be 
done with our easy to use e-mailer video phone. It 
can even send MMS picture messages with 
sound and text to mobile phones, plus send 
and receive SMS text messages. All costs 
can he viewed on screen prior to use, so just 
'pay as you use'*. 

Amstrad E3 e-mailer - look who's talking! 



www.amstrad.com 



INTERNET 

ME access 

Surf the web without 
a PC. Exciting content 
updated regularty. 



Large library of very 
• realistic tones: music. 



VIDEOPHONE 

See who » talking 
with this great. 



EMAIL 

Send ft receive email 



a PC. From ud to 8 



MMS PICTURE 
MESSAGING 

Send receive pics 
with text & sound 
tofrom mobiles. 



PHOTOSEND 

Take a picture 



POLYPHONIC 



RINGTONES 



send it with sound 
by email. 



TV. sport novelty... 



SMS TEXT 



MESSAGING 



messages to from 



mobile phones 



PLAYGAMES 

Download and play 



ADDRESS 

BOOK 

Store up to 700 



Choose front a 
large library. 



DIGITAL ANSWER 
MACHINE 

Easy to use with green 
LED light to indicate 



HANDSFREE 

PHONE 

Clear and convenient 
handsfree speakerphone. 
Great for video calls. 



Amstrad 



www . ca repress . com/zx f 



The e-mtivibr is subsidised by the use of the email service las is similarly the case with most mobile phones). The sending and/or collecting of email has a minimum cost of 1 5p' per session plus your local call rate per minute. A session 
can both send and collect waiting email at the same time (note that several email messages may be sent and/or collected in a single session, all for the same per- session cost). One of the conditions of sate relating to this subsidy is 
hat the e-m@iler is used within the UK only - the unit will cease to operate unless it remains connected to a UK telephone exchange. So that you don’t miss any email, the e-m@iler is set to call and check for email once a day. This 
can be increased if required. Calls to check for email cost 15p* per session plus your local rate per minute (average cost 1 7p*). SO THAT YOU DONT MSS ANY EMAIL THE DAILY EMAIL CALL Will RESULT IN A CHARGE OF 
APPROX 1 7p* PER DAY ON YOUR PHONE BILL. ON QUARTERLY BUIS THIS CHARGE MAY BE SHOWN AS APPROX 90 SEPARATE DAILY CALLS. Note, a further condition of the subsidy is that from time to time you will see 
adverts displayed on your e-m@iler screen (sent at no cost to youi. You may respond to these adverts or delete them as you see fit. The e-m@iler incorporates Amsurf which allows connection to the internet enabling you to view low 
graphic content sites as well as a limited range of internet web sites. The cost of surfing is 5p* per minute at all times. The e-m@iler also incorporates additional features such as video phonecalls, MMS and SMS texting. PHOTOSEND 
picture sending by email, downloadable ringtones and games as well as olher services such as electronic greetings cards, mobile services, prank calls, etc. The cost of all these services can be viewed on the screen prior to purchase. 
VIDEOPHONE CALLS POSSIBLE ONLY TO OTHER E3 E-M@ILERS. 'Correct at time of printing. Screen imagas shown are for illustrative purposes only. OTHER TERMS APPLY. 



THE E-M@ILER IS DESIGNED FOR INSTALLATION IN THE UK ONLY 









PRICE LIST (prices checked 20 April 2004) 


New: 




PC-PSU with supply for 2 Floppies and MB02 


36,00 € 


MB02-Printerlead 


13,00 € 


Proface AT Extern (Interface for connecting PC-Keyboards to Spectrum) 


69,00 € KS 


Proface AT Intern (internal interface) 


62,00 € KS 


Melodik AY-Soundbox (unboxed) 


24,00 € KS 


+2 Cassette recorder 


36,00 € 


Floppy Disc drive (1,86 with MB02, 720k with Opus, 780k with +D) Please specify 


24,00 € 


PSU for +2A/B and +3 or PSUI for +2 (also 48k and 128k) Please specify 


29,00 € 


FDD lead for 2 drives 


4,00 € 


Multiface 128 (works also on 48k Spectrums 


26,00 € 


Dust Cover 48k+/128k 


8,00 € 


Plus 3 Tapelead 


9,90 € 


Normal Tapelead 


3,00 € 


Spectrum +2 Lightpen 


36,00 € 


Spectrum +3 Lightpen 


27,00 € 


Phaser Gun with Software (Tape or +3) 


19,00 € 


SCART-Monitor cable (choose for 128k/+2 or +2A/+3) 


25,00 € 


VGA-BOX (connect Spectrum 128/+2 to VGA monitor) 


49,00 € 


VGA-BOX Multi purpose (Connect any PC monitor to Spectrum 128/+2) 


79,00 € 


+3 drive belt 


2,00 € 


Silver paper for ZX Printer 


5,00 € 


Keyboard membrane 48k 


11,00 € 


Keyboard membrane Spectrum +/128k, new quality, not aging 


21,00 € 


Spectrum keyword stickers 


8,00 € 


Used: 




Sinclair ZX Spectrum 128k, complete with all cables 


129,00 € 


Sinclair ZX Spectrum +2, complete with all cables 


79,00 € 


Sinclair ZX Spectrum +2A, complete with all cables 


69,00 € 


Sinclair ZX Spectrum +3, built in 3" drive, complete with all cables 


99,00 € 


Sinclair Spectrum 48k (Gummy), complete with all cables + Introduction Tape 


64,00 € 


Sinclair Spectrum 48k +, complete with all cables + Introduction Tape 


64,00 € 


+3 Drive (tested) 


29,00 € 


Interface 1 


69,00 € 


Microdrive 


25,00 € 


Wafadrive 


39,00 € 


Opus Discovery Diskinterface with 1 x 720k Drive (new ROM) 


1 19,00 € 


Joystick interface 1-Port 3,00 € 


2-Port 1 1 ,00 € 


Joystick (many different) 


2,50 € 


Sinclair SJS-Joystick (+2/+3) 


6,00 € 


Consumables: 




Microdrive Cartridges (ex-software) 


3,50 € 


Wafadrive Cartridges 16K= 7,00 €, 


32K= 7,50 € 


Also we have a lot of Software offers and books. Please contact us and we will send you our pricelist. 


Products marked KS are sold in the name of Kompakt Servis. We organise the business. 




Prices excluding postage. Delivery as long as stock lasts. 




Orders to: SINTECH, Gastackerstr. 23, 70794 Filderstadt, Germany 




Tel./Fax: 0049 711 775033 email: sintech@online.de http://www.sintech-shop.de 
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interested in the sequence of samples in the third 
column below, but our choice of pitch plays a 
part too - notice how we play the hi-hat sample 
at C-6, and then later at C-5. This gives it subtly 
different amounts of emphasis. 

00 C-5 3000 

01 C-6 4000 

02 C-5 3000 

03 F-4 2000 

04 C-5 3000 

05 C-5 4000 

06 C-5 3000 

07 C-5 4000 

08 C-5 3000 

09 F-4 2000 

10 C-6 4000 

1 1 C-5 4000 

We want to repeat this four times down our 
pattern, and we can do this through the 'Move 
text' option in the 'Other' menu. Anyone hoping 
for a fancy cut-and-paste facility will be sorely 
disappointed here, as it's a rather more primitive 
'fill in the number' affair (and there isn't even a 
'delete' key): 

From pattern (01-31): 01 
To pattern (01-31): 01 
First posit: (00-63): 00 
Last posit: (00-63): 11 
To posit (00-63): 12 
From channel (A to C): B 
To channel (A to C): B 
Are you sure Y/N?: Y 

You can only copy data one channel at a time - 
the 'from channel' and 'to channel' choices mean 
'copy from channel A to channel C', not 'take the 
block of data spanning channels A through C 
and copy it to the new location'. Hey, it caught 
me out when I first started on Soundtracker. 

Once. 

That's half the job done - now run through it again 
to copy the chunk spanning rows 00 to 23 into 
position 24, and we've got the whole pattern 
filled. 

Give the resulting pattern a play through, and 
you'll hear that the Doctor Who theme is taking 
shape - and along the way we've learned almost 
everything there is to know about samples. We've 
still got one more channel to fill before our 
rendition is complete - and that's exactly what 
we'll do in the next lesson. So, save a copy of this 
song, and join us next time for the final part of the 
tutorial, when we'll be exploring the special 
effects that Soundtracker offers us. 

© 2004 Matthew Westcott 



It's back to BASICS for this ZX Spectrum magazine, as 
ZXF embarks upon a quest to rediscover the fine 
pleasure of Sinclair BASIC coding, aided by the 
fantastic BASin utility. 

First of all, a reprint of a recent CSS post by BASIC 
afficionado Geoff Wearmouth. 



This little BASIC program is magic. You type in the 
first 9 digits of an ISBN and it supplies the tenth. 




International Standard Book Numbers are managed 
from Berlin and, although they are set to change in 
2007, they allow a certain amount of data mining to 
be done on the various databases that allow 
searching by ISBN. The format is really quite 
ingenious. 

As you have probably guessed, the tenth character 
of an ISBN is the check digit. To derive this, each 
digit in the string is multiplied by its position in the 
string (1-9) and the total, mod 1 1, gives the final 
digit. If the remainder is ten, then 'X' is used. 

For example: 

ISBN 0-86161-1 1 1-X "Understanding Your Spectrum" 
Melbourne House 

ISBN 0-86161-1 16-0 "The Complete Spectrum ROM 
Disassembly" Ditto. 

ISBN 3-19-008209-X "Das Sinclair Spectrum ROM" 
Hueber 

ISBN 0-9508477-0-4 "FORTH Programming" Jupiter 
Cantab 

ISBN 0-13-098831-6 "Reasoned Programming" Prentice 







zxsi mm 

egghead in space 



ZXS2 mm 

BEADORAUUE 



ZX53 mm 

mpwcrnp 



zxsa mm 

OLOOP! 






ZXSs mm 

FOOTBALL GLORV 



ZXS6 mm ZXS7 

ROBGMIOTCE Mast 5D+ 




WWW.CRONOSOFT.CO.IIK 

32 Peter Paine Close, Butterwick, Boston, Lines 
PE22 OHA — United Kingdom 
Postage charge 99p per order (UK). For Euro/World orders. 
Please see website for more information. 

Please make cheques/postal orders payable to “S. ULLYATT” 
We are always looking for new software to release on all formats. 
Good royalties paid. Please contact us in confidence. 



MSSM 
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Going back to our table of pitch adjustments for 
a moment - you might wonder what units those 
numbers are measured in. They're actually 
adjusting the duration of one cycle of the wave, 
in units of hundred-thousandths of a second 
(roughly). A one-point adjustment, then, will be 
more noticeable for high notes (where the 
frequency is so high that one cycle is only a 
thousandth of a second or so) than for low notes 
(where the duration of the cycle is much longer, 
a hundredth of a second or more). You can hear 
this for yourself if you go into edit mode, and try 
playing our sample first at pitch F-8, then at F-2. 

(It's symbol shift to change octave, if you've 
forgotten.) This is something to keep in mind if 
you're trying to do something accurate with pitch 
bends, like bending exactly one semitone to 
sound like a guitar hammer-on - it's going to 
cause you an awful lot of trouble, because what 
works at one pitch will be way out when you try it 
on another note. 

Let's start dropping our notes in. Set the delay 
change to 8, pattern length to 47, and enter 
these six notes (all played with sample number 1) 
at the rows indicated. 

00 C-6 

03 G#5 

06 C-5 

12 D #5 

17 C#5 

18 C-5 

In the immortal words of Rolf Harris, "Can you tell 
what it is yit?" The final note drags on for an 
awkwardly long time, which reminds me that I 
haven't told you about rests yet. Head for row 
number 36 of our pattern, and press R - this inserts 
a rest instruction which puts an abrupt stop to the 
note which would otherwise go on for ever. 

Drums 

Unsurprisingly, the major ingredient in drum 
samples is the white noise that we briefly touched 
on last time. The AY chip has a white noise 
generator that you can feed into any of the three 
sound channels, and you do this by resetting the 
mask bits on the bottom of the sample editor 
screen to zero, as we've done in our second 
sample, figure 2.3. Despite what you might 
expect, the lower bar chart doesn't control the 
volume of the white noise - that's handled by the 
top set of bars, just like the tone is. The lower bars 
actually control the pitch of the white noise. 

"Hang on a moment!" you might well exclaim at 
this point. "The whole point of white noise is that 
it's a random distribution of waves of all 
frequencies, so talking about the pitch of white 



noise is complete codswallop!" And you'd have a 




Figure 2.3 



very good point. White noise on the AY is actually 
a bit of a fake - it's generated by randomly 
picking a 'high' or 'low' state for the wave at 
regular intervals, with that interval being user- 
definable. Never mind the techy stuff, though - 
what's more important to know is that lower 
values go 'tssch' and higher values go 'doosh'. 

What we have here is a sample consisting of both 
tone and white noise, where the white noise starts 
off high, quickly comes crashing down to a deep 
point, and stays there while the sample fades out. 
Something like a snare drum, then. It all sounds so 
logical, doesn't it? Well, no. I didn't think any of 
that through beforehand, I just fiddled around 



Figure 2.4 

with values (and took a peek at the samples in 
the demo tune) until I got something that worked. 
See figure 2.4 for the final tweak to the sound - 
we use pitch bending to send the tone plummet- 
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YS RETURNS... SORT OF 

>Tribute supplement with Retro Gamer 

Unless you've been holidaying off-planet for 
the last few months, it won't have escaped 
your attention that the classic Spectrum 
magazine Your Sinclair returned from the 
dead as a 32 page supplement bagged 
up with Retro Gamer issue 9. I think it's fair 
to say the project stunned the Spectrum 
community somewhat; the news was 
broken on both comp.sys.sinclair and 
World of Spectrum Forums by a rather 
hysterical Nick Humphries, maintainer of 
The Your Sinclair Rock 'n' Roll Years 
website ( www.ysrnry.co.uk ) and who is 
probably still receiving therapy if his 
anticipatory excitement is anything to 
go by. It was the start of two extremely 
long threads in which the discussion 
started with complete and utter 
amazement, moved on to the 
suggestion of an annual magazine 
supplement, sauntered from there to 
the idea of a six monthly supplement 
and then ran screaming to a 
proposal for a monthly magazine all 
by itself in the shops. Within 24 hours 
the online hysteria had reached 
such a frenzy it was attracting the 
attention of social psychologists and 
historians alike. Just when the FBI 
were about to move in with perspex 
shields and CS cannisters, things went 
suddenly quiet as copies of the mag finally 
plopped through letterboxes and people 
started reading... 

YS94 was actually a six month project which 
ZXF first learned of in May, following Live 
Publishing's acquisition of the rights to 
produce a new issue under licence from YS 
copyright holders Future Publishing (publishers 
of a whole range of computer magazines 
today such as PC Plus and PC Format). 
Needless to say, ZXF was sworn to secrecy on 
the project. And that, let me tell you, was a 
hard, hard thing. The temptation to drop in a 
few hints in ZXF08 was almost overwhelming. 
And when the Spectrum community started 
debating RG's commitment to the Spectrum 
following its decision to move the word 
'Sinclair' from first to fifth place on its front 
cover, well let's just say it was difficult to 
remain tight-lipped then too... In the end 
Yours Truely was asked to write some game 
reviews for the revival issue, which in total 
covered six modern Spectrum games: 



Cronosoft's Fun Park and upcoming More Tea 
Vicar as well as Party Willy , Fire & Ice , Abe's 
Mission and the rather fabulous TV Game. The 
magazine also caught up with ex-YS writers Matt 
Bielby, Teresa "T'zer" Maughan, David "Macca" 
McCandless, Mike Gerrard, Phil "Snouty" South, 
Marcus Berkmann and Jonathan Davies. 
Irreverence was also present in large, healthy 
slabs. 

The supplement has been met by almost 
universal acclaim - even non-Spectrum owners 
expressed their appreciation on the RG forums at 
http://livepublishing.infopop.cc/eve/ubb.x The 
graphic design of the magazine in particular has 
received thumbs up all round for its near-perfect 
reproduction of the original YS 'feel'. Some 
readers even enthused over the type of paper 
that was used. 

Almost universal acclaim. A few sceners did 
express concerns about the project, pointing out 
that YS was brought to a dignified close with the 



new 
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ble of storing 180k per side (you 
had to take the disk out and turn it 
over); an improvement on cassette 
tape, for sure, but if you already 
owned a Spectrum there were 
plenty of other options. 

Broadly speaking, add-on disk drive 
systems for the ZX Spectrum came 
in two varieties. There were the all- 
in-one systems such as the Opus 
Discovery and the Timex, where 
your £200 or so (about twice the 
price of the looped tape systems 
looked at last week) bought you 



an interface and drive all wrapped 
up in a fancy case. And there were 
the Shugart compatible interfaces 
that left it up to you to supply a disk 
drive. Of the latter category, the 
most well known are probably the 
Disciple/Plus D from MGT and the 
Beta Disk interface from Technol- 
ogy Research Ltd, although their 
fame is for entirely different 
reasons. 

The Disciple, released in early 1987, 
was an amazing product. Looking 
very similar to a Sinclair Interface 1 
it too sat underneath the Spectrum 



and it too offered networking facili- 
ties and the ability to connect a 
standard printer (a parallel printer 
in this case). But instead of con- 
necting to a maximum of eight 
100K Microdrives it could connect 
to two standard disk drives giving 
potentially up to 1.6 MB of fast ac- 
cess storage. And it also featured a 
snapshot button for transferring 
software to disk, dual joystick ports 
and an inhibit button that would 
allow you to connect and operate 
any conflicting hardware you 
owned. It really was the ultimate 



Spectrum interface and today on 
ebay they go for a small fortune. 
MGT went on to produce the Plus D 
disk interface (a cut down version 
of the Disciple, with just the disk 
drive and printer ports, and a snap- 
shot button) and the wonderful, 
but ultimately ill-fated Sam Coupe 
computer. 

The Beta Disk interface was re- 
leased in 1985 and was a much 
simpler peripheral offering the con- 
nection of up to four disk drives 
and a snapshot button. It didn't do 
so well in the UK (I've never seen 
one on ebay), but in Eastern 



Europe, where it was rapidly cop- 
ied and built into a number of 
Spectrum clones, it became as sig- 
nificant as cassette tape was in the 
UK. Support for the Russian clones 
in particular continued long after 
the end of the Spectrum's commer- 
cial life over here and this following 
has contributed greatly to the 
Spectrum's overall, ongoing 
longevity. Today, almost all new 
software for the Spectrum is re- 
leased either in cassette tape or 
Beta Disk (TR-DOS) format. 



Hard disks and beyond 

Of course it doesn't end there. How 
could it in a community of enthusi- 
asts gifted with the ingenuity so 
characteristic of the Spectrum and 
its software? In recent years we 
have seen hard disk interfaces of- 
fering storage capacities previously 
undreamt of for the Spectrum. 
There's Garry Lancaster's +3e 
system, for example - Garry actu- 
ally rewrote parts of the +3's ROM in 
order to maximise the use this ma- 
chine could make of a hard disk, 
extending +3 DOS commands very 
significantly (you can download 
the new ROMs from his website if 
you have an EPROM blower). 

Most recently of all, attention has 
turned to Compact Flash as a stor- 
age medium. Although this offers 
less overall storage than a modern 
hard disk at present, it's still ample 
for the Spectrum and it has the 
added advantage that the drive 
itself can be powered from the 
Spectrum's own power supply - no 
need for naked hard drives pow- 
ered by unsightly PC PSUs; the 
whole thing fits snugly inside a nor- 
mal plug-in peripheral case not 
that much bigger than a joystick 
interface. Sami Vehmaa's ZXCF 
interface, for example, offers ac- 
cess to CF cards of whatever ca- 
pacity you want and gives you a 
whole megabyte of internal 
memory to play with too. The possi- 
bilities these systems offer are 
amazing and if software writers rise 
to their challenge there are some 
very exciting times ahead. 
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IMAGINE ON CAMERA 



Blimey. Not a month seems to go by these days without 
some new piece of ZX video being slapped up for down- 
sucking. This latest absolute treat is a twenty year old 
documentary filmed by the BBC that covers the Imagine 
collapse in astonishing detail. Here we see a friendly chap 
from the local bailiff service stopping Imagine employees 
from getting their coats. 

The December 1984 episode of 'Commercial Breaks' is a 
famous one (you can read an excellent CRASH article 
about it at www.crashonline.org.uk/12/imagine.htm); now 
you can watch it too thanks to Robert Hazelby and Nick 
Humphries, through whom the programme has become 
available as a 91MB Bit Torrent 
(http://bitconjurer.org/BitTorrent/) file, availbale at 
http://obdwww.egyptus.co.uk/downloads/cbreaks.torrent 
Be warned: you are gaurenteed to be glued to your 
monitor for the full half hour. 

Althouhgh the documentary makes itself out to be a fly-on- 
the-wall account of both the collapse of Imagine and the 
development of Ocean's 'Hunchback II,' one of the 
participants in the film, 'Pud Pud' programmer Jonanthan 
Smith, claims the Ocean scenes were completely staged. 
Online at www.btinternet.com/~joffa.smifff/pudpud.html 
Jonathan states "these Ocean sequences were not filmed 
over a series of months, as the program makers would have 
you believe, but in a five day 'block'. This was mostly 
centred around Ocean's Manchester offices but also 
included excursions to seedy markets in search of pirated 
software, and a trip to a local school for product testing." 




SMITH @ CGE UK 2004 

>AII hail Miner creator 

As we know, the CGE UK expo this 
summer featured the mighty Matthew 
Smith, creator of Manic Miner, who 
reportedly had such a good time he's 
interested in attending next year's event. 

If you were unable to get to Croydon, 
you can now watch a video of Matthew's 
speech filmed by Rob Hazelby and 
encoded by Nick Humphries. You'll need 
BitTorrent to get hold of the file (200MB) at 
http://obdwww.egyptus.co.uk/downloads 
/matt_cgexpo2004_avi.torrent. If the size 
is a problem you can also download an 
MP3 of the audio at 
http://obdw...expo2004_mp3.torrent 

Best quote: "one thing you don't realise 
when you're a bedroom coder is how 
much your bedroom costs to run." Yep. 
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Apply a wet wipe to the keys. Yes, it will leak through the 
gaps, but there's a rubber mat underneath to protect the 
membrane. A day or so should dry this out anyway. 



Now start cleaning. I've used an electric toothbrush. Don't 
be afraid to apply some elbow grease. You'll see the results 
very quickly. Wipe off excess moisture with kitchen roll. 




The keys themselves are very easily popped out with a flat- 
bladed screwdriver - simply push them back in where 
they're supposed to be. 



Clean the heatsink with a cotton bud. Wrap it in another 
wet wipe for extra cleaning power. Here I've removed the 
top of the case to get right through the slats. 








ZXF09: 12 



ONLINE 



n e w | 



PONGMECHANIK 

>lt’s PONG , but not as you know it 

Hats off to Niklas Roy, whose 
fascination with Nolan Bushnell's 
arcade classic Pong has led him to 
make a 'real-life' electro-mechanical 
version. The finished result is a 
beauty, for sure, and will be 
displaying at a number of upcoming 
events in Europe, including CCC 
Congress in Berlin from 27 to 29 
December and Festival Transmedial, 
also in Berlin from 4 to 8 February 
2005. You can find out about just 
about every aspect of its creation at 
http://pongmechanic.hasselt.org 
Nice one Niklas. 



PROFANITY ADVENTURES 

>!$$&£X?!$ 

ZXF is generally of the opinion that 
life is sacred and that we insignifi- 
cant humans should spend what 
scraps of it we have in as meaning- 
ful a manner as is possible. With this 
in mind, therefore, we stand in awe 
of the achievement at 
www.monkeon.co.uk/swearadventure/ 
Page after page after page of 
screenshots of Spectrum adventure 
games that give a response to 
language on the jucier side of fruity. 
And there was me thinking I was the 
only one to tell Gandalf to go 
£$$#A£NO CARRIER 



NGS WORLD 

>New website celebrates NGS 

www.ngsworld.net is a new website 
set up by the daughter of Malcolm 
Evans aka New Generation Software. 

NGS were responsible for a number 
of gaming delights on the Spectrum, 
the most famous of which was 
probably Trashman, the game 
where garbage was the star [your 
genius is wasted here , isn't it? -Ed] 

The website coincides with the 20th 
anniversary of Trashman and its aim 
is to accumulate all things NGS 
under a single roof; it seems to be 
doing a good job of it so far. 
Malcolm's daughter - Rach - is also 




aiming to have a complete set 
of NGS titles accumulated by 
Christmas to auction for Cancer 
Research. 



NEW TRASH 

>Trashman remade 

Speaking of Trashman and its 
20th anniversary, caffeinekid has 
recently released a remake of 
this classic as his entry into the 
remakes.org competition 2004. 



Trashman Anniversary is a jolly 
and colourful interpretation and 
can be obtained absolutely free 
of charge from TCK Soft's site: 

www.tcksoft.co.uk/trashman.php 

NEW JETPAC 

>Retrospec hit gold again 

And speaking of remakes, a new 
interpretation of the Ultimate 
classic JetPac has been 
uploaded to the nirvana known 




ZXF09: 37 



popular PeriSpec (see below), so 
you can now actually test your 
virtual creations on a real 
Spectrum via a PeriSpec cable 
without having to go anywhere 
near an actual electronic 
component. And if you do want 
to create your peripheral in the 
flesh, so to speak, ElectroSpec will 
also export your creations in the 
standard .elc format that you can 
now upload to the many online 
'manufacture-on-demand' 
websites. A bit pricey, for sure but 
lovely in every single sense of the 
word. 



PeriSpec 4.1 

What would the Spectrum world 
be like without Kramer Hurley and 
his grand little hardware 
emulator? We've whatever 
enlightened Spectrum fan it was 
who turned issue 9 of Retro Gamer 
around in the Colchester branch 
of WH Smith ten years ago to 
thank for all this; the story of how 
the sight of the Your Sinclair logo 
nestled in amongst the PC 
publications restored Mr H's 
memory after nearly 1 6 years of 
amnesia is one that's earnt its 
place in Spectrum history many 
times over. PeriSpec , of course, is 
his way of saying thanks. And it's 
a reminder to us that you never 
know what that newcomer to the 
forums might be able to bring to 
the community. 

Version 4.1 of the program that 
connects together your Spectrum 
and PC via the 'Perispecable' 
edge connector to parallel port 
cable (available to buy from the 
PeriSpec website, where you can 
also download a very readable 
guide to building your own), 
enabling your PC to mimick a 
whole range of Spectrum 
periphery, is mostly a collection of 
bugfixes and tweaks to the user 
interface. One important new 
addition to the download 
distribution, however, is the 
'bootmaker'. At its heart, you see, 
Perispec is actually quite a 
straightforward little piece of 
programming that doesn't really 



require any of the bells and 
whistles of modern 10GHz PCs; it 
will run quite happily, in fact, on 
old PCs still running Windows 9x. 
The boot program allows you to 
custom-build a stripped down 
version of perispec that emulates 
just one peripheral, such as a 
ZXCF drive (with a virtual CF card) 
which starts automatically from 
DOS on boot-up. It's a bit like 
those old boot disks you used to 
create a very long time ago to 
run games from DOS that required 
all of your available memory. 

When Perispec runs in this way the 
program becomes pretty much 
the only thing your PC is doing. 

What's the point of this? Simple. It 
gives you a use for that old laptop 
you've got lying around which 
was long ago put out of action by 
your PDA but which you just can't 
bring yourself to part with. Build a 
boot version of Perispec on your 
current PC, install it to the old 
laptop (you might need to dig up 
an old USB floppy disk drive to do 
this), connect the two together 
and hey presto - you've got a 
laptop that thinks it's a ZXCF drive 
the moment it's turned on. Or a 
Plus D. Or an Opus Discovery. 

And so on. Throw the whole lot 
into a custom box - Speccy and 
laptop together - connect up a 
standard keyboard and just like 
that you've got yourself a rather 
impressive mod without having to 
do any of the messy electronics 
stuff. Nice one. 



CRASH PDF 

The CRASH PDF project is now at 
issue 59, rather fittingly. How those 
guys manage to motivate 
themselves to keep going is 
beyond me, but I now have five 
years' worth of classic magazines 
on a 10 GB SD card for browsing 
on my trusty PDA. 

Ever since its relaunch in 2006 as a 
modern games magazine, CRASH 
fans have been crying themselves 
to sleep at night at the humility of 
it all, but one good thing to have 
come out of this, of course, is the 



new popularity of the Jetman 
picture strip. The new cartoon 
series featuring David Jason is 
due in a couple of months 
[ shouldn't that be a couple of 
munfs? - Ed] and rumour has it 
that the series will come with its 
own branded merchandise, 
including a range of McDonalds 
Happy Meal toys. Meanwhile, 
Kelloggs are hoping to cash in 
on the Jetman craze through a 
deal with Rare (aka Ultimate) 
that will see tiny Speccy 
emulators hardwired with the 
original Jetman game in special 
packs of Frosties from February 
onwards. The little emulators are 
said to measure 5x4cm and 
come in classic Spectrum black 
plastic (a nice attention to detail 
which, no doubt, will be lost on 
Frosties consumers) with a 4x3cm 
LCD screen. 



The future 

As we move increasingly towards 
the CDP (Consumer Defined 
Product) economy the forecast- 
ers have been telling us to 
watch out for for the last five 
years (it all started with Cafe 
Press, apparently), the way 
forward for the Spectrum scene 
has never seemed more open. 
The only certainty of all of this is 
that this flexibility won't be 
cheap. But neither will be it 
obscenely expensive. And for 
damn sure it's going to be a very 
great deal of fun. We've all 
been using Print-on-demand 
technology for our home-grown 
books and magazines for years 
now, but with the more recent 
innovations such as 
manufacture-on-demand and 
(my own personal favourite) 
vinyl-on-demand, the limits being 
placed on our creativity are 
quite literally vanishing before 
our very eyes. So expect 
surprises and expect them to be 
pleasant. The days of beige 
computing and the imposition of 
boundaries are long gone. Does 
anybody miss them? I didn't 
think so. 
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ALCHNEWS TO RETURN 

>Comeback of legendary fanzine 

The links are just writing themselves 
this issue. From the subject of one 
old Spectrum magazine we move 
swiftly to another. The good news 
for AlchNews is not only that it's 
coming back but also that it's 
returning to its original electronic 
format. 

AlchNews was the magazine of PD 
group Alchemist Research and was 
edited by Andy Davis. Initially a 
tape-based 'zine, AlchNews was a 
simply superb resource for technical 
articles; because its contents aren't 
indexed by search engines it can be 
quite a surprise to find out the 
veritable treasures it contains. 

In 2000 the magazine switched from 
tape to PDF for issue 33 onwards. It 
also combined with Z88 USER at this 
point. Although the magazine was 
never officially 'cancelled' as such, 
there have been no new issues 
since issue 38 in 2002 (just before the 
release of ZXF's first issue, in fact). 

Announcing the magazine's return in 
September, Andy invited anyone 
interested to contribute articles and 
ideas and also promised the 
magazine would return to its original 
tape format. Apparently he now 
has a new dedicated work studio 
set up in his loft and a new issue is 
planned for release in January. 
Superb. 

Past issues of AlchNews - both the 
tape and PDF versions - are all 
archived at WoS; why not spend 
Christmas exploring them to whet 
your appetite for the return? And in 
the meantime, keep your eyes on 
www.alchemistresearch.com 

ROMANIAN HOBBIT ONLINE 

>8-bit fanzine archived 

A final bit of magazine news - 
hobBIT, a Romanian 'zine for a 
number of 8-bit formats made 
between 1991 and 1993 is now 
available online at 
http://reviste.doowap.net/index.php 
?spgmGal=hobBIT 



SEARCH BAR UPDATE 

>WOS forums added 

The Speccy Search Bar, 
brainchild of the extremely 
affable Gerard Sweeny, has 
been updated to version 1.6 and 
now adds WoS Forums to its ever 
increasing list of Speccy 
searchables. The bar installs into 
Internet Explorer (Windows), 
Firebird, Firefox and Mozilla 
browsers and can be obtained 
from its home on the web at 
www.the-tipshop.co.uk/ssb/. 



CODIES CLASSIC ONLINE 

>Codemasters turn 18 

Apparently Codemasters, one of 
the few 80s software houses to 
have denied the distribution of its 
8-bit titles, are 18 years old. 
Apparently they've made 



available for free on their 
website the C64 version of their 
first ever game, BMX Simulator to 
celebrate . Apparently you 
have to sign up for their free 
newsletter in order to get hold of 
it. As you can see, I didn't. But if 
you'd like to, the place to look is 
www.codemasters.co.uk. 

SINCLAIR COLLECTION 

>ZX81 range on display 

ZXF readers will know I'm a bit of 
a fan of the Sinclair brand of 
software for the Spectrum. Of 
course before the Speccy came 
along there was a similar range 
of programs for the ZX81 . Rob 
Parker has developed a 
collection of these lovely titles 
and presented them online at 
http://zx81.atspace.com/ It's 
very nice indeed. 
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SPECTRUM +3 SOFTWARE AND 
SPARES 




HARDWARE: 

3 inch 180K disc drive for +3. Reconditioned with 3 months warranty 
£10 each. These drives can be supplied with cream coloured facias in 
place of the black facias if wanted -- just ask. 

Belts for the 3 inch drive £1 each. New. Loads available. (Just send a 
S.A.E. with order to cover postage -- correct for up to 20 belts). 

Monitor lead to convert +3, +2 and +2A to use an Amstrad CTM644 
colour monitor. £4 each. 

3 INCH DISCS: 

3 inch Blank discs: Second-hand good quality Amsoft or Maxell only 
supplied. All have been reformatted, verfied and relabelled. 80 pence 
each or £7-50 for ten. Larger quantities available 100 for £65, 1000 for 

£450. 

Sometimes available new 3 inch discs at £1 each, please ask. 



JOHN R P KING 

26, GUYSFIELD DRIVE, SOUTH HORNCHURCH, RAINHAM, ESSEX. 

RMI3 7AJ 

TEL: 01708 630477 john@pcwking.freeserve.co.uk 

www.pcwking.freeserve.co.uk 
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ZX-Paintbrush 

Version 1 .0 by Claus Jahn; http://home.arcor.de/clausjahn/spectrum/index.html 



These days a lot of the emphasis 
on graphics editors goes into 
conversion from PC formats. All 
well and good, of course, but I 
found myself yearning for the days 
of a simple editor anyway. 

SevenuP by Metalbrain went a 
long way towards meeting my 
needs; ZX-Paintbrush from Claus 
Jahn meets them magnificently. 

It's not just fonts that ZX-Paintbrush 
does, of course (this, by the way, is 



a feature I've been waiting for for 
ages). There's a whole host of 
drawing tools - patterned fills, pixel 
inversion, attribute inversion, 
selection tools and more. You can 
change line thickness, and style; 
you can change spray size. You 
can import bitmaps, Jpegs and 
GIFs, but you'd probably be better 
off with LCD's BMP2SCR tools for 
that kind of work. 

ZX-Paintbrush is basically every- 



thing you could have asked for of 
an actual Spectrum graphics 
editor - which just happens to be 
running in a window. I really, really 
like this program. It's the most 
complete new Spectrum utility that 
I can remember seeing - there's 
very little I can think off that would 
make it much better (actually, a 
pixel grid would be nice...). And 
there is a very comprehensive help 
page at Claus' website. Superb. 
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Manic Miner Neighbours 



Author; Andrew Broad Price: Free Reviewer: Colin Woodcock 
Website: http://www.geocities.com/andrewbroad/spectrum/willy/ 




Ok. I admit it. I'm beginning to 
worry about Dr Andrew Broad. The 
obsession with Manic Miner and 
Jet Set Willy I could assimilate. The 
integration of Smithsonian and 
Tolkensian themes in Manic Miner: 
The Hobbit / Jet Set Willy: The Lord 
of the Rings I could manage. I 
could handle the fact that my life 
would have to be completely 
dedicated to the works of Broad if 
ever I was actually going to 
complete a single level of one of 
his games. But this release takes 



things just one step too far. 

Manic Miner: Neighbours - Allana 
Truman, the latest of Andrew's 
MM/JSW titles, is dedicated to sci-fi 
geek Allana Truman, Andrew's 
favourite Neighbours character of 
all time. In the game you play 
Allana's Boyfriend Lance Wilkinson 
and - just as it was in the 'real 
thing' - you have to perform seven 
labours in order to win Allana as 
your girlfriend and then sort a few 
extra head-scratchers in order to 



say ta-ta to aussieland and hot 
foot it the pair of you up to 
America. Yes. 

As with all Broad MM/JSW games, 
MM:N-AT is difficult to a degree 
that makes you want to squeeze 
lemon juice in your eyes. This time 
round we do have an 'easy 
version,' however (you might 
complete it before you reach 
retirement age), and an infy lives 
poke in the README file. All I can 
say is bring back Madge Bishop. 
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BASin 

Realease 1 1 by Paul Dunn; http://homepage.ntlworld.com/paul.dunn4/BASin_r1 1 a.exe 



ASin Release 1 1 - Untitled Project 



File Edit View Search Run Tools Help 




□ in ► © @ * & * t m <i 

— i a ~ p r i nt 



1'"-""! A"' 

LineN umber Statement [ : Statement] 

Expecting Keyword in Statement 1 


" "A" " 


"'A 


P 40 Kb available to BASIC (0 Bytes Used) 



Predictive Auto-Typing: BASin now predicts what you're trying to 
type, making keyword-finding in Sinclair BASIC easier than it's ever 
been. 




The ultimate Sinclair BASIC coding 
tool has received a massive 
update. BASin Release 1 1 
contains a wealth of new 
features, many of which have 
been added in direct response to 
requests made by users (Dave 
Mills, Geof Wearmouth and Paul E 
Collins are credited) - now you 
can ask no fairer than that. One 
of the most visible additions is the 
new help system, which includes 
the entire ZX BASIC Programming 
manual, thanks to the efforts of 
Paul E Collins, as well as a nifty 
little right-click system that allows 
you to request information direct 
on keywords and functions within 
your own listing. 

There are so many new features it 
would be pointless to try to 



describe them all in my own words 
when a perfectly good release 
announcement exists. So here is 
Paul Dunn's own description of all 
the additions: 

- Sound! Beeper/Port $FE Sampling 
only at the moment. 

- Very basic help on BASin, and 
the entire 48k Spectrum Manual 
as a help file. You can get help 
by right clicking a command 
and choosing "Token Help", or by 
using the Help menu. A 
*massive* debt of gratitude goes 
out to Paul E Collins for his 
fantastic work on the help file. 

- A Tokenise/Detokenise option on 
the right click context menu. You 
can now insert or remove 
tokenised keywords from strings. 



ie, if you type "COPY" into a 
string, you can tokenise it to $FF 
(with a small graphical 
representation) now. 

Drag and Drop support for BASIC 
files (.bas), CODE files (.bsc) and 
SCREEN$ files (.scr). 

Following on from the context 
menu, BASin now supports 
variable inspector tooltips. Hover 
your mouse over your variable 
name and as long as it's been 
declared in memory, a tooltip 
will appear containing a 
description of the variable, and 
it's contents. 

A right-click context menu for 
the editor, which you can use (or 
will be able to use) to get help 
on commands, and edit 
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TYPE solid wall 



The block designer. 




The screen layout tool. 



m 



The sprite designer. 




16x16 pixels to play with and 8 
frames of animation - that's 
actually 16 frames in total 
because the hero uses a different 
sprite for walking left as s/he does 
for walking right. The patrolling 
nasties also occupy 16x16 pixels 
but only get four frames of 
animation. I'm guessing that you 
could use a patrolling nasty as an 
animated 4 character block if 
you were to restrict its patrol route 
to a static location (eg, for a 
crackling fire), but I must confess I 
couldn't for the life of me man- 
age to get the patrolling nasties 
screen working (perhas because I 
imported a game designed on 
an earlier version of PGD). 

Which brings us to the wish list. 

This divides nicely into two groups 
- features which I would really like 
to be added and features which 
would be just nice if added. Both 
lots, of course, would be likely to 
take a considerable chunk out of 
the memory available to your 
game if implemented. Do we 
actually mind about that? I have 
to say I wouldn't mind at all - I'd 
rather put together a more 
'deluxe' game that had fewer 
levels than a very large game 
without the bells and whistles. But 
that's just me. 

Features which I would really like 
to be added. Sound effects. 

There are none. You can put 
together a tune in the music 
editor, which is nice, of course, 
but I would far rather have no 
music and spot sound effects. 
Obviously this is easier said than 
done, since making a sound 
effects editor would probably not 
be very 'cost effective in terms of 
the memory required to create it. 
A compromise would be to 
create a 'bank' of pre-coded 
effects. PGD could hold, say, 10 
of these at a time, which you 
could assign to specific events 
(jump, walk, pick up objects, etc), 
whilst additional 'banks' of effects 




could be held on cassette and 
loaded seperately. 

Slopes. It would be really nice to 
be able to walk up and down 
slopes. As it is surfaces are either 
horizontal or vertical. 

Pass behind objects. It would be 
great if you could define blocks as 
'pass behind' to give the illusion of 
depth - for example pillars the 
sprite moves behind or walls with 
windows in them (like Dan Dare). 

Thrust. I'm thinking JetPac here - or 
Bombjack. A sort of 'superjump' 
where vertical movement 
continues as long as the jump key 
is pressed. Somthing like that. 

Features which would be just nice. 

Drop. Although it might appear at 
first that there can't be all that 
much use for a 'drop object' 
function in a platform game, it did 
become an issue when I was 
designing my little Father Christmas 
game. Think about it... 

Shoot! A gun would be great. But 
I imagine it would be quite hard to 
include, since you would then 
need to define the graphics for 
both the bullets/laser beams and 
the explosions for all the various 
sprites and blocks. 

Block browser. Once you've 
created a few blocks, looking 
through them one at a time can 
be a little difficult to get your head 
around. All that white space at 
the bottom of the screen could be 
put to good use by using it to 
display a scrolling line of all of your 
blocks to select from. I reckon. 

So PGD is superb, but it could be 
even better still. And if there is 
ever a version two I think I'll find 
myself getting all excited in antici- 
pation yet again. In the meantime 
I think PGD could be significant 
enough anyway to initiate a whole 
new era within the Spectrum 
community. Something like an 
'Annual PGD compo' sounds in 
order. What do you think? 
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BASin Release 1 1 - Untitled Project 



1 File Edit View Search Run Tools Help 
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Cut 


Ctrl+X 


Copy 


Ctrl+C 


Paste 


Ctrl+V 


Debug 


► 



■ i m 

a a ie 

PRINT [Print Item/Separator] [Statement] 
Ok 



40 Kb available to BASIC (0 Bytes Used) 



Right-click on a keyword in your 
program and select 'Token Help'... 
Up comes the help system with 
information on your chosen 
command. Very nice. 



ffl <!= S f- 

Hide Back Print Options 



Type in the keyword to find: 



About (Help menu) 

ABS 

ACS 

AND 

Appendix A: The character set 
Appendix B: Reports 

Appendix C: A description of VnzZX Spectru 

Appendix D: Example programs 

Appendix E: Binary and hexadecimal 

arithmetic operators 

arrays 

ASCII 

ASN 

AT 

ATN 

ATTR 

attribute codes 
attributes 
BAS files 
BASIC keywords 
BASIC manual 

paq;» it^Io _ 



PRINT . . . 

The ' . . . ' is a sequence of PRINT items, separated by commas , , 
semicolons ; or apostrophes ' and they are written to the display file for 
output to the television. 

A semicolon ; between two items has no effect: it is used purely to 
separate the items. A comma , outputs the comma control character, 
and an apostrophe ' outputs the ENTER character. 

At the end of the PRINT statement, if it does not end in a semicolon, or 
comma, or apostrophe, an ENTER character is output. 

A PRINT item can be 

i. empty, i.e. nothing. 

ii. a numeric al expre s sion 

First a minus sign is printed if the value is negative. Now let x be 
the modulus of the value. 

If x < 10"^ or x > lO 1 ^, then it is printed using scientific notation. 
The mantissa part has up to eight digits (with no trailing zeros), 
and the decimal point (absent if only one digit) is after the first. 
The exponent part is E, followed by + or -, followed by one or 
two digits. 

Otherwise x is printed in ordinary decimal notation with up to 
eight significant digits, and no trailing zeros after the decimal 
point. A decimal point right at the beginning is always followed by 
a zero, so for instance .03 and 0.3 are printed as such. 



- Error help box - allows the user to 
get information about a 
particular error, without having to 
actually cause it first. 

- An extension to the Autobrackets 
method - you can now have it 
complete bracket pairs when 
you enter a line or use a : 
seperator rather than have them 
autotyped. 

- Predictive Auto-Typing :) It will 
predict what you want to type 
(from a selection of Keywords, 
Functions and Variables) - either 
carry on typing or hit the right 
arrow (or the END key, or the 
key) to accept it. 

- GOSUB stack window. Minimal 
functionality at the moment. 

- Syntax Highlighting in the editor - 
you can turn it on/off and 
configure it from the first options 



page. 

The facility to trace (follow) 
program execution at runtime 
(Run Menu). 

The "Character Ruler" which will 
help with creating long strings 
which /need to wrap around the 
screen. A green bar will show 
where you are in the string, and 
every 32 characters a red 
marker will appear on the ruler. 

A simple calculator to the editor 
- like the old 128k. Just type a 
numeric or string expression at 
the editor, and it will be 
evaluated and sent as a direct 
command rather than tokenised 
and stored as a program line. 
Beware - a single number (such 
as "2") will be accepted as a 
blank line number, and as such 
will still delete the corresponding 



line from memory if it exists! 

A complete list of bugfixes can be 
found in the "BASin_WhatsNew.txt" 
file included in the distribution. 

Since release 1 1 there has been a 
release 1 la update which includes 
a few bugfixes and a number of 
corrections to the BASIC manual 
made by Geoff Wearmouth - that's 
corrections to the actual manual - 
not corrections to BASin's version of 
the manual. It's all adding up to a 
very complete system indeed. 
Well... almost complete. The BEEP 
composer shown last issue is there, 
but not yet operational. It sits 
there, teasing... You want me, 
don't you , it whispers seductively as 
you gaze upon it longingly, but you 
can't have me yet... 

Or smething. Let's all look forward 
to Realease 12. 
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experience like RoadRace from 
Ocean released on Your Sinclair 
magazines Cover cassette in 1987. 

Excellent animation and little 
details make this an impressive 4K 
racing game that is like a little 
child of Spectrum history in its 
finesse. A sneaky extra from Mr 
Ferraris and his friends have 
worked well in the team and 4K 
race is a sneaky and brilliant 
diversion of 4K maximisation, pace 
and playability against the other 
brilliant entries and the 4K prowess 
of World Empires and Mr 
Cauldwell. 



An email conversation piece with 
Paolo Ferraris 

Kevin Bennett: A reply from a 
coder... sometimes a mysterious 
and unknown breed! A pleasure 
to offer comment as it is to 
experience the work of other 
people. 

Any comments that you would like 
to make that I can offer with a 
larger text to ZX[F] in hope of 
publication? :o) 

For example infulences, the 
insanity of broken routines whilst 
sQueesing yourmind into 4K. 
Anything amusing or irrelevant is 
also human too. 

Paolo Ferraris: About insanity, I 
guess that there are no so many 
things as insane as writing, in 2004, 
a game for a 8-bit computer, and 
using only 4k of the available 
memory. 

Well, that's not really true. The size 
of code and graphics is about 
5.5k, heavily compressed into 4k. 
The game uses 80 of the 128k of 
RAM. Most of them are tables and 
shifted graphics. There are 8 
copies of each sprite in the 
memory, each of them shifted by 
one pixel, so that putting sprites on 
the screen is faster. 



This was my first experience in the 
4k category. In the lk cat, 
graphics are at a minimum to 
have the necessary space to 
code a complete game. So I 
always did everything by myself. 

In the 4k cat. since there should 
be some good graphics and I am 
not good at that, I asked Luciano's 
help. Mario helped me with the 
engine sound. 

Kevin Bennett: Perhaps a release 
of this game could be interesting 
as a compilation with other little 
efforts or as an exteneded release. 
Events like this I think are helping 
people blow the dust off their old 
Spectrums. 

Paolo Ferraris: There are a lot of 
things that I wanted to include but 
that I had to leave out. The game 
can probably be optimized a little 
more to fit something more in 4k. 
An extended version is possible. 
Unfortunately I don't have so much 
free time now. So I don't know if I 
will ever do any of those two 
things. We will see. 



Vladimira- Fikee 




The worlds of exploration and 
battles of the quest games has 
been well explored right up to 
present fantastic 3D technology 
versions. There was even quite a 
good one as a type-in called 
something like Ore Mountain 
untold generations ago. 

4K is a challenge and always an 



interest to see what crazy people 
can do with their minds. I for 
example have no mind :o) 

On my emulator the game 
character moves slowly. The 
starting screen had nice flowing 
blue water that made me think 
someone had squeezed a nice 
ocean in there or something. This 
pace of game needs plenty of 
coffee and the eons of time it took 
questing on foot. 

Not too different from other efforts 
of this kind, but I liked the simplicity 
of applying the game idea with 
little graphical touches for those 
who like a meandering game 
play. The usual cities, collecting 
things and fighting based on a 
path of the warrior's experience. 

This was also a last minute sneaky 
addition I found amongst the 
increasingly excellent titles from 
other 8-bit computers. 

http://www.ffd2.com/minigame/ 

Take a look at the votes and 
results page for all the details. Me 
I didn't vote this time, woops I 
missed the deadline. I hope that 
the interesting work all continues 
beyond the contest that should 
see interesting developments. 

Again, I would like to thank the 
organisers for they hold our teeny 
weeny universe :o) 
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EMULATORS 



ZZ Spectrum 

v2.1 by Troels Norgaard; 
www.zzspectrum.org 

I sometimes despair at some of the 
assumptions held by the ZX 
Collective - in particular the one 
about the world and his granny all 
having a Phd in advanced 
computing. With this in mind, Java 
emulators are magnificent things. 
Show an ex-Spectrum lag their 
favourite game running in an 
Internet Explorer window and you 
might just have a new convert to 
the cause on your hands right 
there and then. The integration of 
ZZ Spectrum to the database of 
www.worldof spectrum.org is 
therefore an immensley important 
aspect of the website and its 
strategy. Within five clicks of the 
home page a user can now not 
only have tracked down a 
favourite game, but be playing it. 
Nothing to download. No 
emulators to install. No file 
handling to learn. Just five clicks. 

All of which means that ZZ 
Spectrum - whilst it might not be 
one of the first emulators that 
springs to mind regarding the 
subject - is actually probably one 
of the most important Spectrum 
emulators there is. It's the first point 
of contact for many browsers 
exploring their memories and who 
need their hands holding if only for 
a few feet of their journey. 

After a period of absence from the 
web, ZZ Spectrum is back, with a 
new website and a new version. 
Version 2.1 includes support for, 
amongst other things, the +3 and 
its disks, the Interface 1 and 
Microdrive, TZX files, ZX Printer and 
black & white TV mode. A pretty 
hefty update then. 

A nicety brought to my attention 
by Geoff Wearmouth is that the ZZ 
Spectrum website, in its sample files 
for use with the emulator, includes 
both the 1 983 and 1 984 microdrive 
demo cartridges. You didn't know 
there were two? Neither did I. But 
now we do. 



RealSpectrum 

R14B by Ramsoft; 
www.ramsoft.bbk.org 

Just when you thought the 
updates were finally over, 
RealSpectrum is back. Billed as a 
'micro update,' R14B is basically a 
bugfix. But to make it more 
interesting, the boys from Tuscany 
have thrown in a Codemasters 
CD emulation feature too. This 
CD (which isn't included in the 
download, before you start 
getting your hopes up) was a late 
compilation of Codies games that 
came with a special cable to 
connect your CD player to the 
Sinclair Joystick port 2, enabling 
the Spectrum to access and 
interpret the very fast turbo 
loaders used. 

And RealX, by the way, is still 
progressing :) 

EightyOne 

v0.35 by Mike Wynne; 
www.chuntey.com/eightyone/ 

EightyOne is of course Mike 
Wynne's ZX81 emulator and it's 
been updated quite a bit over 
the last few weeks. With the latest 
round of updates a wonderful 
new piece of terminology has 
bee introduced to emulator 
speak - 'Display Artefacts'. 

Actually I don't know if this really is 
the first time this term has been 
used, but it's the first time I've seen 
it and I love it. For EightyOne, 
Display Artefacts has its very own 
options box available from the 
View menu, and there you can 
mess around with both a 'noise' 
control and a 'ghosting' control. 

TV ghosting emulation; I absolutely 
love it. Someone please 
incorporate this into a Spectrum 
emulator. Pretty pretty pretty 
please! 

To date we've seen various 
attempts to mimick the TV screen, 
which have included having a 
Black and White TV mode as well 
as blurring and scan lines. 



Ghosting is I'm pretty sure a new 
feature, however, and boy oh boy 
does it bring back some distant 
memories! 

What's the point? The point is, if I 
can throw in some jargon of my 
own, recapturing the qualitative 
experience of using these 
machines. There are always going 
to be some aspects of this which 
simply can't be captured - like the 
feel of the rubber keys, the smell of 
the dust inside being nicely heated 
up and so on. But noises and 
displays can be emulated and, as 
far as I'm concerned, the emulator 
authors are doing a damned fine 
job of it too. 

EightyOne now also supports the 
Timex Sinclair TS1500 ROM - that's 
the (second) American version of 
the ZX81 to you and me. And 
there's some preliminary support for 
the Lambda ZX81 clone too, which 
I have no doubt will be developed 
soon. Also, EightyOne is now 
calimed to be "100% sub-t-state 
accurate". Jolly good then. 

On the subject of the ZX81, the 
little 'un is currently receiving a lot 
of support from Andre*** Baune 
from Canada, who appears to be 
releasing new games for the 
machine on a monthly basis, or 
thereabouts. His latest title, INZXEC, 
is a rather addictive little maze 
game that crams 36 levels into 16K. 
And January, we are told, will see 
the first of his 2005 releases, AWARI. 
You can download these and 
previous titles, plus copies of 
Andre's 1991 magazine ZX81 from 
www.zx-team.de/andre/ 
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Kevin Bennett gets his own section and, in his quite inimitable way, takes a look at 
some ZX goings on... 



ORSAM 2004 - 06.11.04: Norwich 

For those who didn't see me this 
year at the second show here is 
my 'I didn't attend the show' 
report. 

The show last year was the 
beginning of a new effort for 
people who are interested in the 
old and its continuing. As last 
year's report showed, somethings 
never go away, but rest a while. 
The artistry and endeavour of 
people who program and develop 
for the Spectrum and the like 
leading to new interets and 
appreciation. 

This year I have seen excellent 
photographs from the show that 
prove an idea well-implemented 
such as show organising is 
progressive in good hands. Mr 
Cauldwell allready has a down- 
load available from his web pages 
of a game that he wrote through 
the period of the show with an on- 
hand musiscian Matthew Westcott 
writing music that has been added 
to the version available for 
download. 

http://members.fortunecity.com/jo 

nathan6/egghead/id7.html 

is the web page where you can 
find the download. Be enthusiastic 
in appreciation for people's efforts 
as it is part of the continuing of the 
artistry. 

The game has been titled Lunaris. 
It's a thrust-like gravity game with 
the physical and chunky graphic 
attributes of Jonathan's other work. 
Personally I think it is an excellent 
human effort and heart to offer 
people work for their amusement 
and appreciation. Also on 
Jonathan's page are details of 
updating area 51 (one of his 2004 
mingames enteries) for 16K as well 
as other developments. As in the 
name of his games he is a good 
egg. 



As I successfully didn't attend this 
year's show after not planning, 
and not travelling all that distance 
I hope to be in attendance 
another year. 



More Tea Vicar Demo- Why are 
we weighting? 

A traditional scrolly shoot-em-up 
revisited. The animation, pitch and 
tilt of the craft as it rolls up and 
down the screen in motion is 
magnificent. An impressive 
appearance of 50fps gives weight 
to the feel of the game environ- 
ment with the chiselled pixels 
giving excellent detail and form. 
Javier's graphics have their own 
sense of humour and make the 
game more than worth its current 
weight... in gold :o) 



The excellent thing about the 
game graphics is that they are 
small and well-defined little images 
from very few pixels that carry the 
idea of their detail in effective 
animation. Here is an early 
example. 




After a quick blast from the first 
few alien waves without dying I 
think things are designed to task 
form the start. A couple of power 
up icons find you with a gun drone 
that aids your game start 
significantly. As with all demos you 
need to work things out as you go 
along. No instructions makes for 
an interesting experiment. 

A left to right scrolling shoot-em-up 
with the maturity of being part of 
current and continuing develop- 
ment in the 21st century. I am sure 
that only myself and Sir Clive 
believed the Spectrum would 
continue and mature. A recent 
example was Rough Justice, a 
redefinition of Spectrum program- 
ing in its effective simplicity, a 
masterpiece in its own right. With 
More Tea Vicar being a little more 
traditional in look and feel it 
doesn't disappoint, will the Vicar 
be asking to be passed another 
biscuit? I have been playing this 
demo as in progress for a number 
of months and await a final 
version with anticipation. 

It would be nice to see a weapon 
select icon showing the next 
avaiable weapon somewhere on 
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What are you going on 



Send your letters, viewpoints, mini articles, etc to zxf@cwoodcock.co.uk, with 'wibble' in the subject line. 



BFEEDBACK FOR ISSUE 8 

A few of the comments you left at 
the ZXF website. In addition to the 
comments like those below ZXF 
receives loads of uncommented 
ratings - mostly 8 or 9 out of ten, 
but I couldn't help feeling just a 
little concerned by the rating of 
zero from somebody in 
Cambridge... 



I have downloaded all your issues 
until now and I feel very impressed 
of ZXF high quality. 
Congratulations. [Spain] 



Great to have *anything* retro. 
Perhaps 2 pages to one PDF page 
not so good for PC readers tho". 
Great to print out however. 
[England] 



Great fun to read and immaculate 
layout. Brilliant job! Well done! 
[England] 



Hi, I'm an active ZX Spectrum (well, 
ATM Turbo 2+) user from Toronto, 
Canada. I'm originally from Russia. 
Thanks for your epaper. It's a nice 
way to get into the wester scene. 
[Canada] 



I know it since first issue. Excellent 
contents & presentation. Wish I 
had time to contribute. [Spain] 



Fantastic, really good. Especially 
enjoy emulator & Cronosoft 
reviews. [UK] 



Thank god! quarterlife crisis retro 
fun! [England] 



Great magazine! Just one remark! 
Section "New to Spectrum Scene" 



with links should be rename to 
GOTO! This will be much more 
appropriate! ; ) I have also 
bought your excellent paperback 
book! I expect even more books in 
paperback format on ZX 
Spectrum! For second book let's 
say complete reference on 
ResiDOS! Warm regards from 
Slovenia! [Slovenia] 



I've never had any spectrum. After 
i've read your ZXF, i wish i had. 
[Poland] 



Please PLEASE - keep it up - I'm 
gonna download em all now - 1 f I 
can just get those printer settings 
right! [England] 



Wow. This is by far one of the best 
online magazines I've seen - and it 
is about the Speccy! The Layout is 
very professional and the articles 
are well written and show a lot of 
love for the Spectrum. [USA] 



I can't find nothing bad with the 
magazine, excellent! [Spain] 



one of the best pdf magazine 
about classic computers i have 
ever read, i rate it 9, just because 
i'm atari fan :) [Poland] 



When I downloading ZXF i didn't 
expect that it so cool [Russia] 



cool mag wish I found it earlier 
saw it in retro computer mag. any 
more on the net I would be 
greatful or ebooks about the good 
old days manuals etc. Keep up 
the good work. [England] 



Finally !! Another issue of my fave 



spectrum magazine on the net !!! 
Congratulations for this hard work, 
superb !!! [Brazil] 



Always enjoy a quick flick through 
ZXF - definitely the most profes- 
sional ZX Zine I've seen... always 
contains info I haven't come 
across elsewhere. [England] 



As usual, keep up the good work. 
The mag looks better every issue 
and this issue's cover is excellent! 
[England] 



LETTERS TO ZXF 



Thanks for the mention in the 
splendid ZXF8. By way of a quick 
update, the webmaster of said site 
(whose name remains unknown, 
as he only signed by his handle 
flydream) contacted me on the 
WOS forums. 

The upshot of it was that I had 
grossly understated how many 
tapes were on his site. At the time 
(14/06/04), there were 3247 
programs on his site - EEK! 

So I downloaded the lot of 'em, 
and have started going through 
the list. I'm making reasonable 
progress so far. 

In order to stop me getting as 
confused as I was earlier with 
multiple emails coming in, I've 
decided to wait until I get through 
the entire list myself, and then post 
my findings. And then get 
confused again :-) 

Anyhoo, thought I should let you 
know that The Italian Project (still 
haven't quite got round to the 
idea of calling it The Italian Job) 
will remain an ongoing (and 
bigger) project :-) 

Oh, and what I've read of ZXF8 so 
far is mighty damn fine... I could 
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have done with that Soundtracker 
tutorial many moons ago when I 
wrote the two AY tunes for Hack 
Attack 2... If you listen to them, 
you'll see what I mean! :-) 

It (ZXF8) has an appointment with 
my work's colour laser printer on 
Monday :-) 

Keep up the sterling work. 
Toodle-pip! 

Gerard Sweeney 



ZXF08 is superb, as the other issues. 
I'm amazed by the amount of 
news on the Speccy scene you 
can retrieve every 4 months. 

I've downloaded your e-book, 
also. It was particularly useful: I 
didn't know a thing about the 
MakeTZX GUI (and I'm from Italy). 

Now I've successfully tzx-ed some 
old games from dusty cassettes 
(typed in 20 years ago from listings 
of english and italian magazines). 
I've visited the "italian WoS" at 
zxspectrum.hal.varese.it and 
indeed I've found there everything 
published in Italy in the golden 
years. I must point that the "italian 
unknown" on the Gerard Sweeny 
tipshop could be pieces of original 
italian software and not hacked 
adaptations as most of the 
software published in Italy in the 
eighties. 

I'm really interested in the demo 
scene so I was glad to read the 
Soundtracker lesson by Westcott. I 
hope I'll find the time to exercise 
on it. One thing I've found 
frustrating about the russian clone 
emulators (and the reproduction 
of tr-dos demos, in general) is that 
they seem to work better on old 
pc (win 95 or 98) and dos based 
OS. The letter by Ilya Palopezhent- 
sev on interlace was extremely 
interesting but, the same as you, I 
had never seen UnrealSpeccy 
functioning on my XP laptop. After 



a small search on the russian sites, 
I've found that the ROMs linked on 
Wos for Unreal (usromz.zip) are 
incomplete, and that's the reason 
for the "service. rom not found" 
error message at the boot of 
Unreal. I've found a link to the full 
version at www.zxfiles.tk 
(http://zxfiles.raww.net/schemes/ro 
ms.zip). Now Unreal is fully 
performing and, at last, I can play 
Fire&lce on my laptop with music, 
fx and "NOFLIC" option set. I'm 
going to forward the info on the 
right ROMs link to Martijn van der 
Heide, also. 

The only bug I found on ZXF08 was 
a typo: the "zxf07" on the header 
of every page. 

Nando Turco, Roma, Italy 

There were quite a few typos last 
issue :( Luckily they've been 
corrected and the error-free 
version has been uploaded. 

Thanks everyone who pointed 
them out to me. 



Just downloaded, printed, and 
bound ZXF #6 - #8. They look 
great! I'm sure I will have a lot of 
fun reading them at the weekend. 

Any chance for a re-release of #1 
- #5 in the same compound PDF 
that exists for the recent ones 
(single page format)? I can't print 
the other format properly, 
because I have no chance to 
mess around with the paper feed 
of our department printer. Single 
page format is great, though, 
since the HP printer driver allows 
me to produce a proper A 5 
booklet from it. 

Kind regards & a good weekend, 
Jorg 

This will definately be happening 
at some point in the future Jorg - 
it's just a question of time. Maybe 
over the Chrissy holidays... 



In the last edition of ZX Format you 
noted the new Commodore 64 
games console and said that you 
had written to Amstrad about the 
possibility of a similar ZX Spectrum 
product, have you received any 
response? 

It has surprised me that Amstrad 
has been so slow in developing 
any new Spectrum products given 
the level of interest in retro gaming 
in general and the ZX Spectrum in 
particular. This is especially the 
case since Amstrad happens to 
own all the required licenses and 
technology to produce an 
imaginative product. Amstrad has 
all the rights to the ZX Spectrum 
following their acquisition of 
Sinclair Research’s computer 
business and they bought the 
rights to many Spectrum games so 
they could be used on the E- 
Mailer. 

I guess you could say that the ZX 
Spectrum games on the E-Mailer 
does constitute some effort 
towards an retro product by 
Amstrad but this feature is 
marginal to the nature of the 
devise. 

Yours sincerely, 

Chris Lenton. 

No response from Amstrad yet 
regarding the possibility of a 
Spectrum Plugin. I think the new 
E3 shows the direction in which 
Amstrad are headed. A Spectrum 
toy might well be a little money- 
spinner, but probably not on the 
scale that would interest Amstrad. 
Another possibility is that Amstrad 
could sell or license the right to 
produce such a device to a third 
party, which might be a more 
realistic expectation. In which 
case it will probably be up to 
potential developers to make 
Amstrad an offer. 

Personally I would love to see such 
a device hit the market. Quite 





